CHARACTER NAME 





10 Battle Master (Neutral Good) 
LEVEL & CLASS 


Outlander 
BACKGROUND 
Ns 


Catfolk (Tabaxi) 
RACE 


PLAYER NAME 


64,000 
EXPERIENCE 








VA 

@ +4 STR 
O +5 DEX O +2 WIS 
@ +5 CON O 41 CHA 


RESISTANCES 


O 0 


X 
4 


+) & LS 
4 


— 
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SAVING THROWS 


Acrobatics 
Animal Handling 
Arcana 
Athletics 
Deception 
History 

Insight 
Intimidation 
Investigation 
Medicine 
Nature 
Perception 
Performance 
Persuasion 
Religion 
Sleight of Hand 
Stealth 

Survival 


Tool 
SKILLS 


3 HEB BSBBHBSBB3IS3B33S3ES3BE 





7 
16 ) PASSIVE WISDOM (PERCEPTION) 
\ 





Darkvision 60 ft 


SENSES 


ppeneeery! 
peereeree 


AMMUNITION 


PUereenre 
eeerreree 


AMMUNITION 

















MAXIMUM 
HIT POINTS 





10 d10+1 20 ft 10 ft climb 


30 ft 


FAILURES 20 ft climb 


DEATH 








HIT DICE 


Second Wind (1d10+10) 
Action Surge 

Combat Superiority (d10) 
Indomitable 


Feline Agility (still for 1 turn to recover) 








LIMITED FEATURES 


Attack (2 attacks per action) Second Wind 


ACTIONS 


Y Str 


Cat's Claws Melee 


Scimitar 
Finesse, light 





11 Armor Leather 
Shield 
Dex = ©Medium Armor © Heavy Armor 
Magic 
Misc 


Misc 











ABILITY 
} SAVE DC STRENGTH 


ARMOR 
O Light OQ Medium © Heavy O Shields 


WEAPONS 
O Simple © Martial © Other Weapons: 


Common 
Catfolk 
Sylvan 


Carpenter's tools 


PROFICIENCIES 


Riposte (after missed in melee) 


Parry (when damaged in melee) 


1d4+2 = Slashing 


1d6+7 Slashing 


ATTACKS: WEAPONS & CANTRIPS 








Battle Master, level 10: 
¢ Dueling Fighting Style (Fighter 1, PHB 72) 
+2 to damage rolls when wielding a melee weapon in one hand and no other weapons 
¢ Second Wind (Fighter 1, PHB 72) [1d10+10, 1x per short rest] 
As a bonus action, | regain 1d10 + fighter level HP; | can use this once per short rest 
¢ Action Surge (Fighter 2, PHB 72) [1x per short rest] 
Lcan take one additional action on my turn on top of my normally allowed actions 
¢ Combat Superiority (Battle Master 3, PHB 73) [d10, 5x per short rest] 
| gain a number of superiority dice that | can use to fuel special Maneuvers 
| regain all superiority dice after a short rest 
¢ Maneuvers (Battle Master 3, PHB 73) [7 known] 
Use the "Choose Features" button above to add a Maneuver to the third page 
can use a Maneuver by expending a superiority die (only one Maneuver per attack) 
¢ Student of War (Battle Master 3, PHB 73) 
| have proficiency with one artisan's tool set of my choice 
¢ Know Your Enemy (Battle Master 7, PHB 73) 
If | spend 1 min studying someone, the DM will tell me info about him/her 
¢ Indomitable (Fighter 9, PHB 72) [1x per long rest] 
Lcan reroll a failed saving throw, but must keep the new result 
¢ Improved Combat Superiority (Battle Master 10, PHB 74) 
My superiority dice turn into d10s at 10th level and into d12s at 18th level 


CLASS FEATURES 


EQUIPMENT 


I chose to travel with my friends instead of stay somewhere that 
| fit in. There is more to life than simply staying where one will 
find basic comforts. 


PERSONALITY TRAITS 


My loyalty is to my friends, and Gerrard is first among them. 
(Neutral) 


IDEALS 


| was exiled from my home due to my people's superstitions. | 
don't have a family | can go back to, but | have something 
better: my friends on the Weatherlight. 

BONDS 


My unrequited love for Gerrard will often lead to me putting 
myself in harm's way to protect him, even if doing so would 
otherwise be against my better judgment. 

FLAWS 


Wanderer 


Lhave an excellent memory for maps and geography, and | can 
always recall the general layout of terrain, settlements, and other 
features around me. In addition, | can find food and fresh water for 
myself and up to five other people each day, provided that the land 
offers berries, small game, water, and so forth. 


BACKGROUND FEATURE 


A catfolk (Tabaxi) (+2 Dexterity, +1 Charisma) 


Cat's Claws: | can use my fanged claws to make unarmed strikes 
dealing 1d4 slashing damage. They also give me a climbing speed of 
20 feet. 


Feline Agility: When moving on my turn in combat, | can move 
double my speed. Once I do this, | can't do it again until | don't 
move at all on one of my turns. 


RACIAL TRAITS 


Traveler's clothes 

Staff 

Hunting trap 

Trophy from animal 
Belt pouch (with coins) 
Leather armor 
Scimitar 


WEIGHT CARRIED 


49.8 |b 


ENCUMBERED 


56-110 lb 
HEAVILY ENCUMBERED 


111 - 165 Ib 


PUSH/DRAG/LIFT 


166 - 330 Ib 











h. Riposte (Maneuver, PHB 74) 
When missed in melee, | can use my reaction to make one melee attack vs. the attacker 
If the attack hits, | add the superiority die to my attack's damage 

« Disarming Attack (Maneuver, PHB 74) 
Use after hitting a creature; | add the superiority die to my attack's damage 


Target makes a Strength save or drops a held object of my choice to its feet 


¢ Distracting Strike (Maneuver, PHB 74) 
Use after hitting a creature; | add the superiority die to my attack's damage 
The next attack of an ally before my next turn has adv. against the creature 
¢ Lunging Attack (Maneuver, PHB 74) 
can spend a superiority die to increase the reach of a melee weapon attack by 5 ft 
If the attack hits, | add the superiority die to my attack's damage 
+ Evasive Footwork (Maneuver, PHB 74) 
Use when moving; | add the superiority die to my AC until | stop moving 
¢ Pushing Attack (Maneuver, PHB 74) 
Use after hitting a creature; | add the superiority die to the attack's damage 
If target is Large or smaller, it must make a Strength save or be pushed up to 15 ft away 
+ Parry (Maneuver, PHB 74) 
When damaged in melee, | can use a reaction to reduce it by superiority die + Dex mod 


EXTRA EQUIPMENT 


OTHER HOLDINGS 














FEAT: 


FEAT: 


MAGIC ITEM: 


MAGIC ITEM: 


MAGIC ITEM: 


MAGIC ITEM: 


MAGIC ITEM: 


Cpattaved Y 


Oattuned 


Oattuned 


Oattuned 


OaAttuned 





